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INTKODUCTION 



Thank you for your recent purchase of 
Wltf 8 Notes. You hove just Joined hun- 
dreds of fellow adventurers worldwide who 
demand the very best In adventuring. Witt's 
Notes arc available for an ever growing num- 
ber of adventure games. 

This hint book should give you all the 

answers you need to successfully complete 

your adventure. In addition, you should 

find the maps clear and very easy to follow. 

For more Information about our hint 
service, software, posters, save disks and 
more consult our most recent catalog. Also, 
It contains all of the pricing. Including 
the quantity discounts. 

Thanks , 
Kyle 



Copyright (c) 190^ Witt's End Assoc. 
All Rights Reserved. No part of this 
booklet may be reproduced by any means, 
electronic or mechanical, without permission 
Ih writing from Witt's End Assoc. 



HOW TO USE THIS BOOKLET 



As we advertised, this hint book is 
laid out in cuch a way that you pet the 
clues you need and no unv/anted answers. 
Therefore, many answers are encoded, as 
well as several hidden questions. 

We have tried to make the unencoded 
questions as general as possible, but 
only you can ensure that thr book is used 
properly. That means no translating; 
answers randomly and no looking at the 
back of the book until^you have complet- 
ed the game. 

We advise that you read the General 
Hints section before going on to any of 
THe specific clues. The general hints 
section provides information pertaining 
to background, parser, author's style 
and overall purpose. 

Please decode only one hint at a 
time. We feel that you can get the most 
out of your adventure by discovering 
things for yourself. The hints should be 
used only when you are completely ball led 
by the situation. 

Do not pay too much attention to the 
questions either. We have thrown in a 
couple of false questions to throw you 
off guard. Also, we have provided a 
complete list of objects which you can 
use, but you may see items there you have 
not yet found. 



THE CODE 



To help onoure secrecy for the por- 
tions of the pame as yet unexplored by 
the player, Witts' End provides a code 
qiiite simple, yet cryptic enough to avoid 
^'[riining the answers at a glance. Basic- 
ally, each letter of the alphabet in each 
word is moved one letter to the right. 

Ex. 

KNMJ TMCDQ SOD QTP 
LOOK UNDER THE mJG 

For your convenience a short program 
is provided below (for Apple only) to 
decode the hints on your computer. 

10 HOME 

20 VTAB 8: PRINT "ENTER CLUE BELOW:" 
30 HHZ = 1 

40 VTAD 10: HTAD HRZ: GET CHAR$ 

50 II' CIIARi = CHRi (3) THEN 180 

60 FRINT CHARi 

70 A = ASC(CHAR$) 

80 IF A = 90 THEN A = 64 

90 IF A = 13 THEN 10 

100 TP ^<^>^? THEN A = A + 1 

110 CHARi = CHRi(A) 

1?0 IF HRZ = 39 THEN PRINT CHRi(7) 

130 VTAH 12: HTAD HRZ 

140 PRINT CHARJ 

150 IP HRZ = 40 THEN 30 

160 HRZ = HUZ + 1 

170 GOTO 40 

180 HOME: END 

Note: Only letters are encoded, numbers 
and symbols remain the same. 
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This hint-booklet is dedicated to Margaret 
who understood and was always there. 
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GENERAL HINTS 



Ulysses and the Golden Fleece by Wil- 
liams and Davis is an adventure from Sierra- 
On-Line. Ulysses features multi-color Hi- 
Res graphics and short descriptions* Uly- 
sses is a trek through ancient Greece in 
search of the legendary fleece. 

It is a very popular journey, one that 
thousands of Apple ovmers take. Actually, 
the game is a hodge-podge of ancient Greek 
stories and legends. Many of the problems 
in the game require a rudimentary knowledge 
of the myths. 

The theme of Ulysses, the search for 
the golden fleece, is borrowed from the 
myth known as Jason and the golden fleece. 
Briefly, Jason and the crew of the Argo sur- 
vived many perils and eventually recovered 
the golden fleece for the king of Thebes. 
Along the way, he encountered harpies and 
some very high cliffs which had a habit 
of crashing together when a ship was be- 
tween them. 

Among the other myths is the legend of 
Daedalus and Icarus. They were a father 
and son who escaped from prison by fashion- 
ing wings out of giant feathers and wax. 
they soared out of prison but approached the 
sun and plummeted to their deathes (melted 
wax). In a way, this myth was incorporated 
into the adventure. 

Most of the problems however, come from 
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The Odyssey , the epic novel of the wander- 
ings of Ulysses, Read about the Sirens, 
Polyphemus, Scylla and Carybdis, Pluto and 
Neptune. They all apply and a basic know- 
ledge of them is essential to sucessfully 
completing the game# 

Ulysses and the Golden Fleece is a 
very poetic adventure filled with pithy 
maxims and magic words. If you cannot 
remember all of them, it is advised that 
you write strange words down right away. 
Part of the challenge is not so much leani- 
ing them as it is knowing where to use 
them. 

Ulysses is a very large adventure. 
While it is no Time Zone, the map for it 
is quite crowded. The underground passage- 
ways could be considered mazes because they 
are so large and each room resembles the 
other. The game really is an epic adventure 
and when you finish it, you should feel a 
great sense of accomplishment. 

Most of the action is spent wandering 
from location to location, through forests, 
oceans, jungles and caves. Everything that 
is found, should be kept. You may have a 
large inventory with you. Also, some ob- 
jects that you pick up in the beginning of 
the game, you must keep to the end game. 
Colossal Island. You should never really 
drop anything unless you have used it and 
you do not think that you will need it again. 

Ulysses* parser is probably the most 
complex of all of the Sierra On-Line ad- 
ventures. Though only two words are used 
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per command, the program will often prompt 
you several times with, "with what", "hoW, 
or "where". This does not mean that it 
understemds everything. You should be 
mildly frustrated, vocabulary was never this 
series* forte". If you read the myths men- 
tioned and decode a few clues, you should 
have little problems solving the game. 
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ABOUT THE MAP 



What word describes the map for Ulysses 
and the Golden Fleece? "Big" is a possi- 
bility. Probably the best, though, is 
"Odyssey", Wandering through tovms, oceans, 
forests, caves and jungles certainly is 
an Odyssey. Yet for all its size, the map 
for Ulysses is not all that complex. 

Probably the most complex part is on 
the Isle of Storms, in the jungle. With- 
out a map to guide you, it can be confus- 
ing. Another problem that people always 
seem to fall into, is the ocean. "Why 
isn't there a map for the ocean?", they 
ask. Well there is, but they want the 
map that takes you past the storm. Well 
we cannot put all those locations on our 
map, but there is a map in the game, that 
will. 

People get confused when they see 
the map for the Isle of Storms. We know 
that it can be difficult to follow the 
map back and forth, across two pages, but 
that is the best way to do it. 

In the Enchanted Ocean, have left out 
a few locations. Near the sirens, you will 
notice that we have not shown E-1, N-1. 
That is a deception. That is all that we 
are sayings . . 
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TOWN IN GRKMCE 



1. What is in the forest? 

A. Dwoknqd hs sgnqntTgkx. 

B. Knnj f'.s sgd Izo. 
Sgdqd hr z bfdrs. 

D. Sgdqd hr zkrn z uzktzakd bktd . 

E. Zs nmd onhmr, xnt qdbdhud z vzqmhmf. 
V. Ehmc z onshnm nm srd hrkd ne rsnqlr. 



2. 1)0 I need the bottle? 

A. Xdr. 

B. Xnt mddc z ansrkd zmc vgzs'r hm hs. 

C. Sgd mnsd bnldr hm gzmcx kzsdq . 

D. Sgd ansskd r^kcr khpthcr. 
J'J. Khjd onshnmr. 



3. lIov7 do I enter the castle? 

A. Sqx szkhjmi" sn sgd i'tzqc. 

B. ogd Jtzqc zrjr xnt z ptdrshnm. 
0. Zmrvdq gtl. 

D. Rzx "xdr". 



4. What do I do about the thieves? 

A. Xnt mddc rnld oqnsdbshnm. 

B. Xnt tgntkcm's In hm zkkdxr zknmd . 

C. Ghqd z bqdv. 

D. Uhrhr. sfd jhjrif zmc fdr rnld Inmds. 

E. Xnt Itrs anv r*n ghl. 
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Which item shouldn't I buy? 
A. Fnnc ptdrnhnm. 

13. Xnt bntkc okzx f^Ad zrnc ehmc nts, 

C. Vf^hbf hrdl rddlr Inrs trdkdrr. 

D. Spd bzudqinr zkk f*zud rknvhmr Inrr. 
K. Xnt cnin'n mddc cp'A kzmndqm. 



6. IIovv do I f ct the crev/? 

A. Hqx szjhrnf r.^^dl. 
D. Ijp'dx cnm'n vnqj enq mnr.rhmf. 
C. Pdn rnld Inkc eqnl c^rd nlimf. 
!)• LIqx "Ghqd bqdv" 



7. What do I do v;ith the ruard on the dock?? 

A* Ad eqhdmckx. 

H. Bnmudqrd vhr>f r.^dl. 

C. Khqrn uhrhn r./^d nhmf\ 

D. Gd*r jnn rnlds/^hnif xnt mddc. 

E. E qdudzkr z rdbqdn. 

F. Gd bzm ad aqhadc. 

G. Trd r.rd bnhm ( zmrvdq xdr). 
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8. llov/ do I ret out oC port? 

A. llr. hr zl;k rri rhlokd. 

U. Sqx "Vdhfr zmbrnq". 

C. Gnv zants "Fn nbdzm". 

D. Si":dm trd chqdbnhnmr. 



9. What docB the kinp v/ant? 

A. lird i'nkcdm ekddbdq. 

B. Unld qdrodbs. 

C. Gd vzmnr ftlhkhpx (Anv r.n rhl). 



10. How do I open the chest? 

A. Gzud xnt entmc rdqbtkdr? 
R. Rzud r.fd bpdrr. enq kzrdq. 
0. C qdudzkr z rdbqdn. 

B. Nodm nf^d bf^drp. nm bnknrrzlc hrkzn)c. 

E. Trd hs zfzhmrr* srd rjdkdsnmr. 

F. Trd z Izl hb vnqc. 

G. Sqx rudmddrzr. 

H. Gnv zantn dbddke. 



THK OCEAN 



1. What do I do about the condor? 

A. Qdzc r,fd rdmdqzk (^hmr.r. 

B. Xnt r/^cntkc zkvzxr rz,id rrhmf. 

C. Gtnnx, adenqd hr vzrrdr nudqanzqc. 
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2. Can I catch the albatror.s? 

A. Mn hr ekhdr zvzx. 
Tl* Hp hr zrn nldm. 

Tizjd rtqd xnt ohbj to hsr cqnoohmfr. 



3. IIov/ do I f;et throu/^h the ptorm? 

A. Gqx chqdbnhnmr. 

D. Z Izo vntkc ad mhbd f'^dqd, 
C, Xnt bzmmnc ehinc ar^ Izo. 
D* Xnt Itrn f^zud bninmdbrhnmr . 

E. Vp-zs chc xnt trd sjrd bnhni enq? 
P. Aqhad (tzqc zg cnbjr vhsr hs. 

4. Why can't I fret to the albatrons? 

A. Xnt'ud addrn trhmf n^rd Izo, ptr? 

B. Hr. hr z bzrd ne vp;dqd en xnt in 
ehqrr. . 

C. Ehqrs i n sn s^d zkazsqnrr r.^dm bnmcnq . 



5» JJhould I land on the Isle or go pant it? 

A. Gzud xnt addrn hm r>rd enqdrn hm r>nvin? 
U. G/^dqd hr z Idrrzld sf^dqd. 
C. SjTTd hrkd ne rsnqlr hr udqx hlonqszmc. 
J). Xnt mddc s^^d onnhnrn enq mdor.tmd. 



6. What in in the ocean? 

A, VrzG cn xnt rfrhrnj? 

n. Vzr n/^d anzn rtmj xdr,? 

C. l)f's{L\(} hr nrnlvX vzrdq hm r.rd nbdzm^ 



THE irj.E OP r,TOi?M:; 



1. How do I climb the clii f? 
A* Hqx hn. 

D. Sfcdx zqd Ithg r,nn frhl\f". 



2. V/hat is in the jungle? 

A. Sphr hr z bznbp-zlck j)t(lrr.hnm, 

B. Dv/oknqd hr> spf^nqntf pkx . 

C. Dudm dwzlhmd r.gd sqddr. 

Sf^dqd hr z aqhckd zmc riild ctrn. 



3. Where in the mafic potion? 

A. Chc xnt f:dzq z ataakliml iiiiihrd? 

B. Hs hr mnn hm c^gd rnqd/.l. 

C. ogd onchnm Izx mnn ad rn iiauhntr. 

D. Hs hr hm n^rd bzud . 

E . Z anu d s rd rn kd . 

P. Hm Sfd enql ne z roqliinf. 
G. Trd r»rd annnkd. 



4* Why can I nee under^^round? 

A. r.'inn adbztrd ne sgd kziiiruJquu 

B. Ofvnrofnqtr khmdr nrd vzl.lrr. 

C. Xnt cn mnn mddc rpd l;ziii:".(l(|m. 



5. How can I ret over the rt renin? 
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A. Xnt r.qd f'.nn rAzux r.n bqnrr hr». 

IK Knn;i y.r. rr^^ Izo. 

C. Xnt br.in l)hqbtlu(]inr. hn . 



6. Can I put tlio (ire out? 

A. He nTiil::: :{nt bntkc chudqn sfd rrsqdzl. 
n. Lzrrh\.i'l ;;lntnir.r ne vzr.flq zqd mddcdc. 
C. II zl zeqzhc r.^zn xnt bzirunnc. • 



7. How can I fot par.t the l ire? 

A. ZradTT-nr blcnfi^rhmf ? 

b. ZFiimnhinr'. !:/'*xrdke, 

C. Ontci vzr.dq nm xntqrdkc. 

b. Hqx vliiiid. Ontq vhind (nm Ld). 



8. How do I /'(M. over the l\iord? 

A. Hnn ozq o.uq itlohml * 

n. Rnld lirdi 1- bnld hm r^rncx r^lqcl* 

C. Lzjd z aqlicCd. 

r.f^dqd zrid qnbjr nm nrfdq rhcd. 
E. r!qx r',"(invhrn f* r:,^d qnod . 
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V. Trd mldi?./':hmr dicrd. 

G. Trd r.rd kdznrdq rsqzor. 

II. Shd rirdl rnldrrdq. ^'.hd j'l fjzor r.n 

rr.qzor • 
I. Srqnv cjr^ll* 



9. What do I do with Pluto? 

A. Gd vzmsr xntq rntk* 

B» Gd hr nmd nntlf; ctcd. 

C. Gd bzm'r, ad jhkkdc. 

D. Gd bzm ad cqhudm zvzx. 

E. Oktr.n r^r rdinrhnhud d:<dr. 

F. S^qnv rnld ctrc: hm . 



10. How do I {^et part the drarori? 

A. Zunhc rhl. 

T3. Gd bzinmns ad zunhcdc. 

C. Sfdqd zqd r.vn vzxr. 

D. Nmd vzx hr nn zsszbj I' hl. 

E. Mns vhrr ^-^ rvnqc. 

F. Trd r^p'd ctrr>. 

G. Trd cf'd ctrr.rrdqd hr z adr.cdq vzx. 
II. Zoodzlc r:n ^hr Iqddc. 

I. Gd khjdr idvdkr. 

J. Fhud f'-hl rfd azi ne Idli*. 



11. Hov; can I crons the /'roat canyon? 

A. Ih: hr bdqnzhmkx nnn V7.(\ :;n it]o. 

B. Gzud xnt entmc odlzrti* :dr? 

C. Odfzrtr hrm^r. zqntmc. 

D. Qdzc r.fd idmdqzlc rhuu r. 

E. Mpzs chc czdczktr ziiic; hbzcitr cn? 
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Che y.iil. chine nf^d bnmcnq? 

G. OktbJ : ahqc. of;dm r.qx Izjd vhmfr. 

H. Vhr{' v'/.\'>' zme edznrdqr, 
!• HfTdni ()!::: zbqnrr. 



12 • V/hat ir* Mio i.mportrnco of the rock? 

A. Xnt l<lr/^ r.bqnrr r.frd b^.rnxiirn? 

B. rSpd qnli.i hrm'r. udqx hlonqrzmr. . 
C# V[f,7.r hv tinedq hr. hr. 



Tiii^ i-;ii(JiiAnTi;i) (H!1':aii 



!• V/liy ir. thi: pnrt ol the ocean called 
enehan tod? 

A. V/TX mnr? 

n, Adbzln) rr qzmJ'd r.^hmlY f zoodm. 
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C. hr udqx Izlhbzk. 



2. How can I avoid beinp; cimj-IkmI between 
the cltifn? 

A. V)[rd jhmf'r r^^lio hr (r/.ri:. 

B. )Cnt qdzc r.nn Izmx l::r/'j*. 

C. rjf^d bkheer en mnn InniUi. 



3. How do I kill Neptune? 

A. Vr:zr.i Jhkk z Incl? 

B. Xnt bdqGzhnikx bzniinnf. .ihlck fhl . 

C. Xnt bzm bfzrd fhl zvi^.:;. 

D. Vdqd xnt liin r./;^d enqdrt; hni f.nvrn? 

E. Che xnt fddc Cfd Yzqirihuir? 

F. Sf;dqd hr z onshnm hia I'/ d hrkd ne 
rcnqlr, 

G. Xnt rfntkc fzu(\ hs hm :u\ic] annnkd. 
!!• uqx ontqhmJ" hn hin r.^'d nbdzrn. 



4. [Jhould I heed the warn in,' near the 
uirenr.? 

A. Hr. vhkk r.zjd xnt zvzx (,'qnl n^^dl. 

B. He r.f'.zr. hr Vfzn xnt vi'.mr:. 

Co Xnt vhkk mdudq vlua ]n) y.nl cn. 



5. How do I r.urvive the ni j onr? 

A. Qdzc r.f'd ncxrrdx. 

n. Zooqnzbr r.^d hr!c znie • 

C. o,^dx f^zud zm hlonqri'.wni Idrrzl'd. 

!)• Cn itrc vpzn tkxrrdi* chc 
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J.;. Olctf rf d bqdv'r dzqr. 
T'\ i]hd xntqrHl'c rm Tzrr. . (T.hd rdke) (^Jn 
Izrs ) . 

Ci. Xnt criin':' vzrnr. zmx vzv/ athkcto. 
II* Khrr.dm rn r-rd rhqdin rnml'. 



f). Where ir ricyl la? 

A. Itrr ;h1 ,"7.oox rfd'r mnr, zqntmc, 

B. Cn xirl; vr.mn sn knrd rhw 1dm? 

C* Chcm'r- rhlm rdq. Vzmr.dc nnn Itbf^ 
Inmdx . 



7. How do T rcM-h the Colonr.al Ireland? 

A. Khmc l)Z(j/:nchr ( Vf^hqkonnk) . 
li. Itrn .i'^^lo ,^ dzchmJ' mnqsf*. 
0. Xnt Iv/.iniiin:* Ihrr hn . 
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THE COLOSSAL INLAND 



1. How do I free the man in Uio care? 

A. Gzuhmf z ahr> ne BqntnhJ, 

B. Mn enqbd ne zqlr vhl-. k vnfi;j /rdqd. 

C. linld IzJ hb vhkk, c^nH'r • 

S/rd zmrvdq z R zmc lu- nm hrkzmc. 
E# Gzud xnt rdzqbf>:dc c/d i tnilkd? 
P. Gzud xnt entmc r>[''.d ali( rrjdd? 

G. Hr> rzxr rudmddrzr. kzx hr; rknvkx* 

H. Tmrbqzlalcd hs ehqrr^. 

I. r^gd vnqc hr rdudmrdzi*. 

J. Gfhr rozbd qdrdqudc imk] ])/''dzGdqr. 



2* What do I do v/ith the mc-in? 

A. o/rd nmd xnt eqddc? 

B, Zbbdos /rhr j'dmdqnrhrx. 
ufidm kdzud ^rhl zknmd. 



3. What do I do v;ith the Cyclopr.? 

A. Qdzc Pfrd ncxrrdx, 

B. Knnj zs phi • SzKj /'•hi. 

C. Lznd phi zm needq. 

D. Gd khjdr vhmd . 

Gnv cn xnt Izjd Inqd vhiml? 

F. Hxod Jqzodr. 

G. n^^dm fdr. fhl cqtmj 'Mwr. ,jbl<k rhl* 



^. How do I kill the cyclopi;? 
A. ndd ptdrnhnm crqdd. 
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B. V^dm fd'r* I nmd i'ds r.gd nqdd» 

Gzqcdiii h;: vhr.f z ehqd. 
D. JJqx 17 7.(i(>dnihnif r.p"d f^qtmj hmrsdzc. 
K. Fdn rl'l (M|Unj. (Lzjd vhmd dsb.). 

Jhkk bxbknor. Vhnf: sqtmj. Ilm dxd. 



5. What do I \ oAv\ the men? 

A* llr r>f(Uid r.rnxnfhmr dchakd nm sf^d 
hrlczino? 

Eqthrr i nic adqqhdr vnm'p cn« 

C. Gzud xnl, (Mitinc r>p:d bxbknor? 

D. Alclimc ,"hl r.mc szjd f^hr rf^ddo^ 

E. Xnt vlil'l; inddc c^n brmj cf^dl* 
P. Cn xnt .y::\\(\ vnnc zmc z ekhmn? 

Lzjd 7. zmc qnzrs Sjn:d rf^ddo. 



6. IIow do J I i 1 1 the r.koletons? 

A. Mnr.hV)(l r^'d:: cnm's nhklc xnt qhf^-. zvzx? 

13. Xnt md'b^ rnl.dp,/^hmf udqx Ihf^rx. 

C# Z okzbm 1 vnqc vnm' s cn. 

1). Vry*^, :'nt addm bzqqxhmf zqntmc... 



22 



E. Zkk srhr r.hld? 

P. Nodm Hf-d brdrn. 

G. Trd z Izfhb vnqc. 

II. tiqx zkk no sfd nmdr xnL Jmnv. 

I. lis hr z vnqc rodkkdc a'/.bj v/.(|cr . 

J . ;^x dbddlrc . 



7. What do I do at the fxeal clil i? 

A . He bzin* r> ad bkhladc . 

B. Rnld lZ;f'hb vntkc ad ill: out I: 

C. Sf^hr hr z oqhrmn rnddo,.. 

Dm Gzud xnt addm r.n r.^d r\n\i\u\r? 
E. J)gdx rhnd xnt zm hloiK^: i-jnr, vnqc. 
P. Rzx rtoodkrtdk zmc xnt I'/ zIck dmtjdq 



8. How do I reach the lleccc*' 

A. Czmfdqntr ripnqmr aknbj :.}{] vzx, 

B. Xnt bntkc rox xntq vhmi )/. 

C. Nq xnt bntkc trd odl'zrtj'. 



9. IIow can Peranum be i reodV 

A. Odlzrtr hr b^zhmdc to. 

B. Trd crd dmb,rzmndc rvnfjc. 

C. Gzud xnt eqddc Rf'.d Izm con I nf;d 
/Tzqohdr? 

1). Gd fhudr xnt zm dmbrzinrdc Izkkds. 
E. Trd F.[^,7.B. 

10. V/hat do I need to ride Pc/ ninu:? 

A. Z rnqnmf rnnlzbr* 

B. Xnt mddc z aqhckd zmc rnld qdhmr. 
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COMPLETE LI.ST OP ITEMS 



This li.Rt contains only those items 
that can be picked up and carried. It is 
intended as an aid for the player who needs 
to know what he is missing. It should not 
be studied too closely by those who have 
not yet solved the game. 



Bag of Gems 

Bag of Gold 

Bag of Silver 

Bottle 

Chest 

Condor 

Flint 

Gold Coin 

Golden Fleeoo 

Grapes 

Jeweled Bridle 

Lantern 

Leather 

Mallet (Enchanted) 

Map 

Note 

Reins 

Rock 

Rope 

Sheep 

Small Tree Tnuilc 

Sparkling Dur.t 

Sword (Enchanted) 

Sword 

Water 

Wax 

Wine 
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JUST FOR FUN 



Each of these suggestions, rjhould really 
only be tried after one has t^olvcd the game. 
In fact, just looking at some of them might 
give away problems. Also, many of them 
result in death, and unless you have just 
saved the game, you may not want to risk it* 
But anyway ... 



Have you ever tried... 



Getting the crew (without money)... 
Killing the guards... 
Trying to get in the castle again... 
Killing the storekeeper. . . 
Pouring wine on the fire... 
Talking to Pluto... 

Killing the Dragon (with the sword)... 
Jumping across the canyon... 
Throwing something into the ( jord... 
Not bowing to the king... 

Walking in the alley alone (with gold coin) 
Swimming in the stream... 
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o] oierra On-Lrne Inc. Witts' End Assoc- 

lated with niorra On-Line. The Ulysses 
lopo and tho r.iorra On-Line lore aJe both 
trademarks of Hiorra On-Line iSc. 



We hope that you have enjoyed the 
use of this booklet, and that you have 
received the maximum benefit poaslble. 
If you should still be liavlng any problems 
with this game, feel free to send In your 
queries. We will try to answer your letter 
OS soon as possible^ providing you with per 
sonal service. 

Also, should you have any complaints 
or suggestions about this, or any other of 
our products, feel free to ^rlte us. 

Your purchase assures you a free 
catalog with your order and quarterly up- 
dates. Anyone can order another even If 
ttiey have not purchased any of our products 




Witt's End Assoc. 
A2 Morehouse Rd. 
Raston, CT 00612 
(203) 254-0728 



Happy Adventuring I i 



